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Naimaun 
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Naimaun (spoken: Nai-ma-uhn), "The eight" was once a group of only eight people that turned 
away from another Gert. For a time they mingled with the Ordu, but soon spread and found 


their homes along the coasts and lakes. They are especially gifted when it comes to fishing. 
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The origin of the Naimaun goes back to the time before Kilan-Tal was a unified kingdom in any 
way. Only oral tales of the original eight that turned away exist, many calling the entire myth 


into question. 


The Ter Zagaschid were the first to be noticed by the other Gerts, roaming the Xesegs 
Zhurkgan, Sankigan and Elsec Banshin. They were also the first to fish from the lakes of 


Zhurkgan and discover what would later be known as the Isle of the First Khan. 


According to legend, one of the sons of the Khan of the Ter Zagaschid became obsessed with 
the idea of hunting fish and leviathans no Kilan had ever seen. His father refused to take such 
a risk, but many young people of the Gert followed the son anyway. This lead to the forming of 


the Mor6d6 Khanar, the ones that hunt Wales. 


A handful of Naimaun also live in Ilan Qurun, though they have largely abandoned their 


nomadic ways and make their living as fishermen. 


Gerts 


Three major Gerts, known as Ikht Gert (Great Families), travel Kilan-Tal. Some of the Naimaun 


that have permanent dwellings live around the lakes of Zhurkgan or in Altan Urddon. 


Moroo Khanar 


The second largest of the Ikht Gert, the M6r66 Khanar, wander the steps of Elsec Banshin 
during winter while riding north at the first sign of spring. Each year they traverse Sankigan 
and Meceh Sper to reach Khuruu, where they build their major camps and hunt for 
whales, leviathans, crustasians and fish of any kind. When the height of summer passes they 
return south, selling much of what they have obtained in the harsh north in Altan Urddon 


before resting in Elsec Banshin again. 


Before the existence of Altan Urddon they sold most of what they obtained to the Ordo of 


Elsec Banshin and those dwelling in Zhurkgan in great markets. 


Zagaschid 6 


The largest of the Naimaun Gerts, the Zagaschid spend their winters in the Kilan districts of 
Altan Urddon before riding north during spring and fishing off of the coasts of Sankigan and 
northern Zhurkgan. Upon their return they sell some of their bounty along with the monster 


parts obtained along the way. 


Ongod Barchid 6 


The smallest of the wandering Gerts, the Ongod Barchid spend most of their time in Taalud. 
Much like the other Gerts, they wander north to the coasts during spring, spend their 
summers at the coast (building boats as well, exploring all the way up to the coasts of Moctai) 
and then retreating further south when the summer solicstice has passed. Unlike the other 
two Ikht Gert, the Ongod Barchid are more reserved and do not visit towns or villages. The only 
exception is their trade bond with the people of Haakgan, whose Gerts they trade with on the 


way south. 


Enemies e@ Allies 6 


The Naimaun are seen as strange but dependable. Since they are so talented with the 
treasures beneath the waters few of the other Gerts want to anger them. They are one of the 
few Ulus that have not had any of their Gerts as part of any internal bloodshed. Since they 
followed the call of the Khan Conglomerate to recapture what would later be Ilan Qurun, they 
are seen as honorable. All Khans of the Naimaun Ulus have sworn fealty to the Knagan and 


have upheld their duties without incident. 


Trivia 6 


e Their name is heavily inspired by the Naimans, but that is where similarities end. 
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